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WARNING 


PLEASE READ BEFORE INSTALLING 
OR USING THE SOFTWARE 


PHOTOSENSITIVE SEIZURES 

A vary smol percentage of people may possibly experience a seizure when exposed 
to certain light patterns, flosning lights or other visual images that oppeor in computer 
software gomes If you, or anyone in your family, have on epileptic condition, consult 
your physician before installing or using the software Even people who hove no history 
of seizures or epilepsy moy have an undiagnosed condition that con possibly cousn o 
seizure while viewina o computer software game Reported seizures moy have a vor. 
ety of symptoms, including lighfheadedness, altered vision, eye or foce twitching, nair 
sea, headaches, jerking or sinking of arms ond legs, disorientation, confusion, or any 
involuntary movement or convulsions. 

if you experience any of these symptoms, IMMEDIATELY STOP PLAYING AND 
SUIT A DOCTOR Parents or guardians should watch for or osk their children il theyi 
having any ol the obove symptoms - children and teenagers ore reportedly more f 
ly than oaults to experience seizures from viewing computer software gomes 


INTERNET CONNECTION AND SYSTEM REQUIREMENTS FOR 
ONLINE PLAY NOTICE 

You will need to obtain an Internet connection (through o computer meeting the 
mum system requirements) in order to ploy this gome online. If you do not use 
Internet connection, you cannot play the game online. Such Internet connection 
require you to pay o separate fee 


NOTE ON THE MANUAL 

Some of the information in this manual may have changed prior to the gome's reltaie. 
if any information you ore looking for does not oppeor correct, please refer to the 
ReodMe file by accessing it through the louncher 
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MINIMUM REQUIREMENTS 


Computer: 100% DirectX 9 0c compotible computer 


I a 

SYSTEM REQUIREMENTS 

Before installing STAR WARS: Empire AT WAR on your PC, pleose ensure that your comput 
er meets the minimum system requirements For oddrtionol information regarding compoli 
bility ond technical issues, refer to the Readme file ond the Troubleshooting Guide includ- 
ed on your gome disc 


CPU: Intel Pentium til 1 0GHz or AMD Athlon 1.0 GHz 
Operating System: Windows 2000 Windows XP 
RAM: 25b MB 

Graphics Card: 32 MB grophics cord with Hardware Transform ond lighting 
(T&l) capability 

Sound Card: 100% DirectX 9 0c compotible PO, USB, or Onboard Audio Device 
Internet: 56kbps or fairer connection (required for multiplayer only) 


f 


INSTALLING THE GAME 

To install Star Wars. Empire AT War, insert Disc 1, or the DVD. into your computer' J CD- 
ROM or DVD-ROM drive, if you hove Autorun enabled, the gome's louncher will appear 
Click the install buiton to begin installing the gome on your computer, 

if your computer does not have Autorun enabled, open My Computer from the Windows 
Start Menu ond double-click on the CD-ROM or DVD-ROM drive showing the Empire AT 
W*t icon Double-dick the program <on to open the launcher 

NOTE: We recommend turning off oil background applications ond virus sconners before 
beginning installation. 

Once installation hos begun, o senes of onscreen instructions will guide you through the 
process if you experience problems with the installation, dick tk Help button on HMt 



ALSO REQUIRED 

Input Device: Keyboard and Mouse 

Monitor: X)24 X 768 copoble monitor 

Hard Drive Space 2 5 GB of hard drive space Pleose allow on additional 200 MB 
of free spoce after installing the gome for the Windows swop/poge file and addi- 
tional patch downloads 

DirectX: Microsoft DirectX 9.0c is included on this game disc. NOTE DirectX moy 
'equire the latest updofes for youroperoting system This moy also include the lot- 
cst drivers for your particular motherboard, sound and video hordwore 


Tou con onalyze your computer from the launcher's Help menu to ensure that it meets 
oil of the game's requirements 
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SYSTEM REQUIREMENTS 


Before installing StaiWaK: EmFW AT Wa» on your PC. pleose ensure fhot your comp* 
er meets the minimum system requirements. Fa odditionol informoiion regording compqtr 
b.lit> and technical issue*. refer to the Reodms file and the Troubleshooting Guide mdud- 
ed on your gome disc 

INSTALLING THE GAME 

To install 5ta» WAiftblME AT Wa». insert Disc 1, or the OVD. info your computer s CD 
ROM or DVD-ROM drive, if you hove Agforyn enobled, the gome's louncher will oppear 
Click the msloll butfor to begin installing the gome on your computer 

If your computer does not hate Auforun enobled, open My Compute from the Windows 
5tori Menu and double-click on the CD-ROM or DVD ROM drive showing the EmPHE aT 
WaI icon Double dick the program icon to osen the launcher 

NOTE; We recommend turning off all background applications ond vtfus sconners before 
begmnmg imtollotion. 

Once mstollotion has begun, a senes of onscreen instructions will gs<de you through the 

K ll you experience problems with the installation, click the Help button on the 
r menu and read the Troubleshooting Guide for more informdion 
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MINIMUM REQUIREMENTS 

Computer; JOOc DrecfX 9 Oc compatible computer 
CPU: Intel Pentium II 1 0GHz or AMD Athdoe 1.0 GHz 
Operating System: Windows 2000 Windows XP 
RAM: 254 MB 

Graphics Card: 32MB graphics cord wrth Hardware Transform onJ Lighting 
(HI) copobil'ty 

Sound Card: KX)% DirectX 90c compotWePO. USB. or Onboord Audio Device 
Internet: 50kbps or foster connection (required for multiplayer only) 

ALSO REQUIRED 

Input Device: Key baa rd ond Mouse 

Monitor. 1024 X 708 capable monitor 

Hard Drive Space: 2 5 GB of hord drive ipo:e Please allow an odditionol 200 MB 
of free spoce offer its tailing the game for the Windows swop/poge : »le ond addi- 
tional patch downloads 

DirectX: Microsoft DirectX 9.0c is included on this gome disc. NOTE DirectX moy 
require the lotest updates for your operating system Ths may olso irclude the lat- 
est drivers for your sarticulor motherboard, sound and video hardware 


Tog con analyze your computer from the louncher's Help menu to ensure that H meets 
oil of the gome's requiiements 
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WHAT l: 
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TAR WA«3i 
AT WART 


Prom the d»rl of the battlefield to the depfKi o : spoee StAi WaN: EmNB AT Wa« put* the 
epic struggle for control of the goloxy o» your fingertips You will tot* commond of eitW 
the burgeoning Rebel Alliance or the oppress^ Galactic Empire. As :he ultimote galactic 
commander, you musi construct build up youi ormy and strotegicolly deploy your forces 
m order throughout th» gabxy to conquer each every enemy controlled plonet Woge wor 
on the land and in spoee 

STAi WaN: Empire at War's action is persistent, meaning that llrot|g< decisions on the 
galactic mop and toe* col elements results from previous bottles will hove o lasting impact 
on the galaxy Your space forces in orbit over 3 planet can reinforce your fleets in the heot 
of battle, or assist m ground assoults You con tocticalfy also choose to retreat from any 
battle, regroup your forces, ond return better equipped in tbe future 

There ore three different woys »o ploy Si AH Wan EmPII! aT WaI Each way focuses on 0 
different method of capturing plonets ond ottjrs 0 unique ploy experience. 

CAMPAIGN 

Ploy os the Empire ond conouer the gobxy or zhoose the Rebels ond loerate rt The choice 
is yours as you ploy through 0 series of epic story-bosed missions or land ond in '.pace 
Your forces will be smoll at first, but os you progress through the campaign more of the 
galaxy w.ll become yours to commond, inducing new planets, technologies, ond heroes 
it you wont to exixntnce the exciting t»eui> leading up to Sioi Wv». Episode IV from 
the perspectwe of the Empire or the Rebels, tfen this is the gome mode for you 

GALACTIC CONQUEST 

Conquer the goloxy your way! Choose from several different starting scenorios which 
include galaxies of di'ferent sizes, technoiogr levels ond storting credits This freeform 
gome mode offers on open-ended experience that includes oil the elenents from the story 
campaign Allowing yew to create your awn ertroordtnnry scenarios a decide your path 
to victory This gome rode con be played agonist the computer or 0 himon opponent. 

SKIRMISH BATTLES 

S r 0 smgle battlefield in one intense battle. Skirmish bottles ore shorter conflicts 
•ither on lond or in spoee ond always between two teams In this mode oil resource 
sg and consfruzton will take ploce on he battlefield itself, since there is no persist 
ent galactic map exist i You con ploy this mode one on one against 0 kumon opponent, 0' 
with 0 combination of up to seven humon or CAl opponents Players on 0 teom coopero« 
to secure victory Skirmish mode offers 0 familiar experience in the syle of many classic 
reol time strategy games, but with 0 focus on foii-paced action 
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HOW DO YOU PLAY 
STAR WARS. EMPIRE AT WART 

ampaign ond Gabtfi: Conquest name model ore played in from three different, but I 
connected modes of the battlefield 

GALACTIC MAP 

in the Galoctic Map you have control over oil of your Heels ormies. and plonets This 1 1 
1 the primary gome mjde where building and unit construction takes ploce, income is I 
gathered, ond your global strategy is plonned To move your forces I j other plonets, I 
grab and drog them too slot on another pianet If your ormy enters 0 plonet controlled I 
by ihe enemy, a tactical battle will 'begin in space or on lond. The attacker must con- I 
quer both the space and the land mop of a plonet in order to take control I 
3* 0 system. Damg so earns instont credits ond will gel you doser -o your goat of ' 
qolodic dom motion. 

SPACE TACTICAL COMBAT • 

<Yhen your spoee flee*s encounter on enemy h orbit obove 0 plonet 3 spoee tactical 
cattle will be initiated In space tactical combat, the attacking fleet nust destroy the 
lender's entire enemy fleet ond space station (if a station is present Be owore that 
cannot build any new units during 0 topical bottle if the attoder is victorious. 

•ney will take control of the spoee above the plonet. The ottocker may then bunch on 
attack on the planet's surface 

LAND TACTICAL COMBAT 

f lond tactical combat, the attacking army must destroy the enemy 's bose structures 
and units To do this you must land reinforcements from orbit above tke planet within 
'he radius of any friendly reinforcement point. As in spoee. be aware hot you cannot 
L'uitd «» units dutnie u tiKiicoJ buttle The ctlocher an onhr reinforce with existing j 
units built on the Gobchc Mop Military structures will ollow the defender to purchose I 
bonuses for their units ond provide 0 steody supply of Garrison Units to help defend I 
'be base. While exploring the pbnet. your units may discover valuable structures 
'hot they con capture ond control 

'TOTE ON SKIRMISH MODE Skirmish pby indudes is a single locficol bottle and there 
s no Goloctic Mop Urhke Campoign ond Gofactic Conauest modes, when ploying 0 I 
skirmish gome unit construction does occur dunng bottle from within the buildings that 
are present on the mop. Each player receives 0 steody flow of credits tut can increos# 1 1 
’heir income by capturing strategic points on tke map. 


GETTING STARTED 


TUTORIAL 

The Moral it o greo ploce to stort »Ke gore, even for evperienced ployert if you've 
never ployed o strategy gome before, slo/t **th Tutor .o> 1 if you hove piayed strategy 
gomes before reef f ee to skip oneoa to the more odvooced tutoiols Mere you will 
discover the innovate feotures that moke SMI HCtey- Emphe ft Wa» unlike any o'her 

I * strategy gome 

BASIC CONTROL 

You con ploy the entire gome using only your mouse Stmpiy d<k the eft mouse burton to 
moke o selection You con click and drag your units between tiots on he galactic mop. or 
drag o selection bo* »o choose multiple units m bottle In bottle vo» con d«ck the 'igle 
mouse button »o issue orders to your selected troops or »o chocst o unit s -.pectol 
abilities. You con use the mouse wheei to 200m m on a pionet on tie galactic mop, or 
to odp/st to your v^wpomt during comoot for more information about the "lterfoci or 
on specific units let rour mouse cunor res* ove» ’tie icon A too! tip will appeor with 
more information 
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TOOLTIPS 

Tool tips provide you with 0 lot of useful information ot 0 olonce 


TOOLTIPS 


Unit* 

POPULATION COST 
NAME 

SPEQAIARITIB 

DfSCIlPTON 

UMTSIMSSTlOtGAWKST 
UMTS tt 8 WUt 4CAINST 


Plnr\«t« 

populate conus 

CONnOUWG f ACTON 
NAM£ 

DAILY ClflHTS 
WUT>« CONDITIONS 
dgciipton 

SfAa STATON LEVEL 
ceouro COfiTitXTON hots 



for 0 complete list of default controls, refer to he bock cover of the monyal Remember 
that you con customizi your controls however you like m the gome options 


DROID ADVISOR 

The droid odvisor is your one-stop resource fcr hints and information For more <nfor- V 
motion, see poge 9 

CHOOSING YOUR FACTION 

The Rebel Alliance ord the Empire employ very different todies in their pursuit of J 1 
30 Iodic dommoten Consider these unique strategic fodors when choonng your faction F 


Galactic Empire 

* CONSntUCTS LAl&t VfiM-tS FOCUSED ON 
OVtfwntiMe«j vim. jlai fQWB 

‘ IESEAKH8 SiVBAi NEW TKHNOlOGCS 
ATOKE 

* C0NTM1AUY IAUNCHR NEW nGHTffS 
HO* TAI DfSlO W 

* OWTHATBAriANlT-SSUWACfOSWG 
M MATH STAC 


Rebel Alliance 


CONSTIUCTS WVUtSE W 5 KlUOtNG A 
mi* Of urer ttpr and wwoit amitik 

STEALS lOflCiOGY UPG»ADG F1QM TK 
{MWfOKPtKlATATlfcE 

CON5TIUCTS VflSATl! X #1NG nGHTBS 
S&CeiCOMAAtSfGKS 

CAN »A® A PLANET S SWAC5 WtTM A 
SMAL NUM81S 0» fOtai COMPlETElT 

pvt a<w. w.muu wnaAAK n space 


(J J 
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the: galactic map vie:w 

On the Goloctic Mop you construct and move y>ur armies, os well os ironoge your ecoo 
omy and technology TcAe control of planets on the map to increose your income and gain 
new territory on which -o build structures. 


GALACTIC MAP SCREEN 

1 CONTROL PANRl -1- ■ - - - 
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1 CONtlOi MNB 

2 NMtfA* 

3 o*j*CT<»a»rirm 

4 MAWM»*j|«nOn 


5 CMWATCOUtBAIUTTOfc 

« 9tamooKn>iru 
7 iA«»eooiDCnt*» 


• notoctCNui 
o reotUCTOWOUPJ! 
okic m 


The control panel provides you wilh 
the most important information about 
the galaxy m one rosy tocot<on. 

A The Droid Advisor Offers lints 
and tips, protects holooromi with 
misson objectives, ore provides 
information when you mouse aver 
on object. 

B The Droid Log Cl<4 the droef 
log button *o access fow types of 
gomeplay ^formation 

Log This Kretn lists ol the 
droid odntor s messages and 
provides a legmd of oil goloctic 
mode icons 

History Ttus .creen displays 
cherts compong relotnre 
progress of the opposing factions 
You can '©gale between economy, 
military, ana pbnet control 

Tech Tree Ths screen deploys 
the technology fee lor your faction 

Summory You con review your 
controlled planets and their umt 
production the location and 
Status of all unis and the cco 
nomic status of oil planets from 


this screen You con ser the 
information by etching on the 
tide obo»e o cohimn. 

C *he Minion Molocron OicL here to 
mview octive and completed mis- 
sions You will be olerted by the 
droid odvisot when o new Bisson 
becomes available, and yo; w3 see 
the holooon button flosh 

Plonetory Inlormotion When a 
planet is seWcied on the map this 
area w J display the foctior thot 
controls it the planet's none and 
how mony crKMs the plonet g«ner 
afei eochdoy 

£ Hoy /Pause Button 0<h ins to 
pause or resume the gome While 
paused goloctic time will stop allow 
■no you to plon you» Urotfly without 
lit of Otlocb You con pul chose units 
and structures while pouied How- 
ever, construct on won't begin until 
you resume play. You connot move 
mits while paused 
'IOTE- The Pby/Pouse button is not 
active m mubiployer game: 
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A 
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IVfVli Day: 1 

tin it 

•9 303 

QJ.> Tech: 3 

32/108 a 

•v a.coo 

F H 

G 1 

J 


f Fait Forward (kk ond hold thn 
bu»?on to ipeed up gome time 
Releoie <o return* normal rime 


• areen I 
i at lime 


WUn il f4H up one 


pg»»owru 

goloct>c dav end* end you recent 
the cretWi genvo’ed bv your 
pbneti. The went oolodic day. «Ke 
prooren of list, ond the number of 
c/ecUi you will eceive at the end of 
the dey ore deployed here 

H Technology level Your technology 
level determmei wbch unite ond 
Ittucturei you con build See page 
to I for more inbrmofiofl on weal- 
ing your technology level 

l Unit Capacity: ’he to«ol number of 
umti you con commond throughout 
♦he gokuy n re*r<ted by the num 
ber of plane) » ond ipuce t tat on 
under your control When you reoch 
your golocfic pasubtion cop, no n«w 
unit> con be conducted Your current 
population appeori on the l»f» the 
maiimum appecn on the right 

NOTE Popubt-on Cop» in tocticol 


combat ore different horn rhoie on the 
ColocticMap 

J Total Credrti Thu n tie total number 
of credit! you hove avoilobb At the 
end of rh# day, mor* aed*i will be 
added to your totol 

2 GALACTIC MODE Ml* MAP 

The colored dcti repreiert ploneti Planeii 
you control ore green ond enemy • controlled 
pbneti are red Pbneti controlled by 
p“o»e faction or« rrlbw, ond une rptored 
pbneti ore grov Tf» beetbn of on immi- 
nent bottle w>Il tloih red Sorer the mouie 


cunor over a pbr«#i to hoc* the Droid 
Adnior cf/ipby mformotwfi CI<k on any 
plonet to lolect ond cente vour view on it 
(highlighting the pbnet m >lue) Click on 
the mognifying glmi m the lower left of 
the Mini-Map to loom m on the currently 
labeled pianet 

NOTE In molt ttnoriot, ftratei control 
iome of the oob*y Pirate: ore nor oi well 
armed at either main focton making them 
oopeoling torgeti eorly m the compotgn ! 



3 GALACTIC MAP FILTERS 


Thete bultoni make oddttcno) mforma 
lion opceor on the JobcK mop 


A Planetary Crediti 

Dapbyi the nimtber of 
aed'U eoch plonet will 
provide eoch go lock day 

B S'ructurei Daobyi 
the level of eoch plonet'i 

r t notion ond ovoil 
itructure tbti 


C Planetary Effect! 

Dapby i each pbnet i 
weather and the iptciol 
odvontogn granted by 
controlling the plow* 

D Show Hero# i B'ingt 
heroei to the top ol the 
iloci m who»r»uf fhet 
they occupy w you con 
tee where they ore 



4 MAIN MENU BUTTON 

Click on ihu button to brmg up the mom 
menu to occeii Save / load Option 
Aud« Opt*o«u Video Option. Key 
boord Opfionj. Gone Opfioni or to E*>t 
the gome You can olio occen fh»i menu 
by pruiing Ex on your keyboard 

5 CINEMATIC CAMERA BUTTON 

0»ck on thn to watth o iweepmg view of 
the gobuy Preu Sooce to vwitch between 

deferent comero onjbi Move th# mouie 

curvor to e*it thd mode 


HOW DOCS OAlACnC UHn 
CAPACITY WO«KI 

- plami fM cwWrpJ *t«i •* **» W 

J yin tm <*» »w< Ct0hrrt 
eer* plmth it *cr**»* nr UW» CqpecAy 

- «f tpgrmiin I a u*« w*rw* •> 

I pimt pm c*«*rW w0 /ni* 

y*» rUmtCtfmrp 

■ Seee ewK (M eem mUT cuptdtp peieri 
lim w4wi Mhm e wnire tv* «ti 

p wf i atim cut ie 4* ‘tv* 1 /•/> ww 


7 LAND PRODUCTION 'A6 

flick thn button to tebet the eatable I 
mit> ond iirocturei thot co« be bub on I 
tie ground 

8 PRODUCTION BAR 

Unto available lor conduction will 
oppeor m thn areo Each brtton hoi o I 
rumber reprexnlmg iti pri:e m credto I 
flick on o button to purehove a unit 
itructure or upgrade 

9 PRODUCTION QUEUT 

Any itructwrei ond/tor umti currently in I 
production will appeo* here ai a hob- I 
grate, with o percentage ifowmg how I 
complete it 9 Space production n m 
Hue while tend production urn orange 
tight ckk on o hologram ft cancel if! 
production 


6 SPACE PRODICTION TAB 

Ckk tho button to lelect the avoJoU* 
umti and tlructuret thot can be buih 
in ipoce 


10 HERO ICONS 

All o< vour ovoibbb here* ere d»t- 
pbyed hr* Click on o portrait to centei 
*r\ the co'reipandmg h*'« m th# golowy 
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ZOOMING IN ON A PLANET 

To tee o derailed view of o selected plonet. dick on (he zoom icon located on the gafadie 
Mini-Map, taoll the mouse wheel up, or doublc-dick on the planet. In this view you have 
eosy accetj to 

The three large areas for organizing tpoce fleets which rnrr«ponij m rhe three slot* 
visible in the zoomed out view There it no unit to the teze of o tpoce fleet ond they 
con contorn o combnof-on of tpoce ond land units 

The slots ovotlable lor ground units you or* limited to only ten lend units stationed 
on a planet of ony one time 

The dots for budding ground structures (the nynbtr will vory dependtg on the planet}. 
Space Stations ond other spoce structures 


Planetary information 

from the zoomed in view, dick Planet Info for more detailed information obout the plon- 
k's odvontoges. history weather, indigenous species ond terrain 

hanks to its detailed inlormotion. the zoomed « view is ideal for moviig units between 
land ond spoce, combining 'leets, or beginning construction on o planet 

* 5 * I 
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BUILDING YOUR FORCES 

GALACTK ECONOMY 

BuiWma structures and units requires credits At 
the eixfof eoch galactic doy you will eom cred- 
its from ol of the plonets you control 

NOTE You can store up to W 000 credits for 
eocn pion«t you control You cannot eorn more 
credits then your plonets con support. 

BUILDING STRUCTURES 
IN SPACE 

Select o pionet, and then select the space pro- 
duction tab Spoce stations ore the primary , 
structures you will construct in space. You moy I 
only construd one spoce station per planet, but I 
most planets will oBow you to upgrade vour I 
iooce station os your technology level increases Zoom in, or use the Structures filter 
an the golocU mop to see the mommum spoce station level for the planet In oddrtion ' 
•o the spoce Motion. two other slots for structures olso oppeor in spoce These con be 
1 l.'ed wilh long ronge sccnners tho« provide inlormotion on enemy movements, or grav- 
ty well generators that prevent enemy retreot When construction on o space station 
' complete, it wil automatically be placed in orbit obove the pionet 

NOTE You con queue up fnre land and f»e spcce constructions per pionet You ore 
•wrgnd for *h»> uml or tfmdur# when you odd it to the queue However you con cancel 
construction of onythmg still m the queue by righ* clicking on it to recede o lull refund 

BUILDING STRUCTURES ON LAND 

Select a planet, and then select the bnd product on tab Eoch planet has between two | 
and eight land slots which you con fid with whatever combination of itrucures you like 

bch structure that you bnld fill* one slot 

NOTE. Some planets, suet as Bespin and the Veroesso Asteroids, do not hove any land . 
jots to build on. Planets destroyed by the Death Star con no longer be used to build 
end structures 

n me structures have prerequisites that must be met before they con be bu3t Refer to the Tech | 
'ree tab m the droid advisor menu for complete information about structure prerequisites I 

Once you build o structure from »b# golocl.c mop, it is aulomoficolh' ploced on the I 
done! in o strategic locction Structures cannot be moved once they have been built f 
As soon os construction is complete you will hove occess to the benefits provided by 
'se structure. To sell o structure, right dick on its icon while zoomed m os the pionet. 



CREATING UNITS 
IN SPACE 

Select o plonei. ond then select the spoce produc- 
»ion fob The upgrode level of (he stolon will 
determine which units con be built Spoce unit 
ore oufomohcolly odded lo one of the three large 
fleet areas obove the ponei at soon os construe 
fion »» complete. 


WHAT DO SFAC2 STATIONS HtOODO 


’ ft* tkihty •» ktill tanktft Ikwm At 
ipm» UaUrn /«•*' % f a ran m mart 
W«cW4. 


Data 

**• d-y lit* 

Dalmtt tavadf tomli 


Oalaniwa McMa'a* .?erj 
>i 'iW Vo-iy » iw*V 

fW«*v mJ eaparit, 
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CREATING UNITS ON THE GROUND 

Select o planet, and then select tbe around production fob Tbe types of units that you con 
build ore determined by the types of structures you've built on tbe ploret ond you» tech- 
nology level Once o unit a created it will be acded to one of tbe ten reinforcement area* 
on tbe planet's surfoce If a plonef olreody contains ten land units, any oddit*nol units w! 
be placed in o spoce fleet. 


CONTROLLING YOUR FORCES 

IN GALACTIC VIEW 


ICONS 

Units in galactic mode ere represented by -con*, locotod either on a planet or obove if in 
spoce An icon representing multiple units will aepeor os o stock with he most powerful 
unit on top Any unit in orbit obove a planet is known os a fleet The note powerful the 
fleet, the taller the <on itoci will be 

MOVING UNITS 

Click on o umt and drog it where you wont to move. Units con only mov? to onother plan- 
et that is within the orbral radius of the current planet, this oppeors os o green ring when 
ibe planet is selected Fleets can jump between multiple friendly planeti to reocb o desti* 
notion, or use o hyperspace trode route to reach remote plonets. Units occupy slots rep- 
tosentod by the ovals on or near planets. Simply drog a unit to the slot ycu wont to occupy 

COMBAT 

Combat occurs when a ; orce is moved mto the »ome orbit as on enemy fleet, or brought 
o the surfoce of on enemy occupied planet Once combot is mifiatec you will hove o 
:ho<e to enter todicol mode, or allow the gome f> automoficoly resolve the conflict for you 
He vidor of the battle lokes control of either tie spoce above the plortt or the su-toce, 
•‘"'hen both battlefields ore conquered the victor gams oil odvontoges dot tbe plonet provides 

NOTE: Auto resolve a not OvoAib* in Story fnmprugn— only in Goiocfie Conquest. Usrng Auto- 
resolve often results in the loss of mony more units fhon if you hod fought he battle yourself 

TRADE ROUTES 

Monets with e sta blished Trode Routes ore connected by o line. Trode R outes w ill olbw you 
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ra reach distant planets hat may be out of your range if you control o route by cap 
unng the connected plosets. you gom o bonus to your credit income 


COMBINING UNITS 


iou can combine units by dragging one friendly icon over another. Combine fleets to 
-ake them larger ond more powerful You can separate fleets in the zcomed in view 
:v dragging some units hto one of the other two fleet slots above the planet 


ound 


’JOTE: You con combine jround ond space forces in your spoce fleets, but only 
.mts con be used on o ploset s surfoce. Ground units in a spoce fleet will 
rrmored fnmsport sfvps foot ore vulnerable to attack and connor contribute to the bottle 


SPECIAL ABILITY SLOTS 

<ome units have special abilities that allow them to perform specol actions on enemy 
planets For example Smugglers con steal credit; from enemy controlled planets when 
floved into the steol slot located on eoch planet Bounty hunters con neutralize enemy 
-eroes without engogmg m toctrcol combot 


n AID PARTIES 

A Rebel fleet consisting of four or fewer ground units, ony number of 


O 


zeroes, on d no space units is o raid party Raid parties are able to bypass 
enemy fleets in orbit ond and on the surface of a planet directly, skipping 


spoce combat entirely Only the Rebel Alliance con use Raid parties 


STEALTH FLEETS 

:teoW» fleets con be moved lo on enemy planet without initiating a lac- 
• col bottle Steollh units can be used lo spy on enemy planets, or in 
»me cases stool credits or technology 



TACTICAL BATTLE VIEW 


ATTACKING VS DEFENDING 


A real-time todicol bat4e occurs whenever yos enter space or lond territory that is 
controlled by enemy forces. 


in todicol bottles, the de : ender •mfiolly has the edvontoge The defendei con upgrode 
rina bottle at f riendly structures and use defer 
:ff the enemy, tithe defender hos built military structures on the plonets surfoce. he will 


f#s troops during bottle at friendly structures and use defensive emplacements to hold 
fce reworded with garrison troops from these fad it its to aid in the planet's defense 


The burden is on the attocker to bring the right visits to carry the bottle The otfocker 
■-an even the odds by finding secondary structures on the mop that moy provide 
-parades, lift the fog of vor, or provide friendly indigenous troops if there ore friend- 
I* bombers c. orbit, the ployer con coll for o bonbing run to strike key targets 


Neither the otfocker nor he defender con creote rew units or structures dirmn o todicol 
t ottie Both mutt be prepotod to m oke the most of whof they constructed or goodie mop 
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SPACE TACTICAL VS. LAND TACTICAL 


AlhougJ) fhe principles behind both tactical ombat modes are the some space and land 
differ on same key points 


Space Tactical Combat Land Tocticol Combat 


• KMlAlOMCAtSS 

• ®#0*OMW5 ON ENTH TME fcATTl! 
NOWNSAACE 

• MVAGXAlQNSMtoMMS’rXMl 
THAT MUST IE 3E8WB 01 Df5T»0>K) 

• CAPITAL !*rj AND »AC!5TATOWA«f 
MADE UP Of KAIDWT TAtGETS lA£> 

Of w*H CAN IE CESTBOTB) WONtni 

ally to make thst ;aiget i aid ns 

• NEMAf A.*© AirtlOCS RESENT 
ertflONMENTAl fU2A»05 


• BOPUlAnONCA? ABASED ON THE NUMI6I 
Of »E1NFC«C£MENT POWTS rOU COP/TICX ] 

• lEfsPOtCEMfNTS CAN Jf WOuGH' DOWN 
RDM SMa AT A IfWOROMfNT PONT 

• THCPtAtB MAY NEB) *0 DEFEND Ot 
DESTROY MUTlPvf SA5T STRUCTURES 
THROUGHOUT THE MAP 

• WEATHRP«CTjAK)KM»OU5CKA* 
TUBES PRESENT EW*OPAENTAl HAZARDS 

• BTHM PACTION CAN CONSTRUCT ORENSNI 
0* DEFENSIVE EMPLAOAENTS AT lUHD PAD* 


TACTICAL BATTLE SCREEN 


O' 




/ COtUONOlAl 

■ mwcncwDAii 
9 -etocoNS 


i «wia»Ape 

7 MMMA* 

a vcoAicowwot 


4 «un «*hu mno* 

5 OtMAKCAMflAWnCK 
A LMTCOMMAPOI 
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1 CONTROL PAttfl 

Pc» more wformoson regmdir-g conno 1 
pon«t functions, peosc refe* tc pope 9 
TW tocticol control ponei d>H*rj m «he 
Wowing woys 

Ptonafory Infcmotion Or ^ th* 

pionet name n iivployec dwim o 
tocticol combo* 

Tine Goto* ime is ficie** dating 
tocticol bcrttes No md<ot.cn of time 
or income it dnpioyed during bail* 

Population Coy The poevaticn cop 
« tocticol combat is deferent from 
gobctic unit opacity 

• Spec* In ipoce foeteni combo* 
your paputoan cop » fued when 
you enter the borne Different 
ships hove o different impact or. 
your popvkrion for »»ompt», o 
Star Destroyer costs more popu 
lotion pomtt fhon o Ti£ Scout 
If you brima itverd of your lorge 
th'M into »N bottle of onct, you 
will reocb fie populotor 
cop ouickfy 


• tond In lend toctcci combof I 
the oopubton cop 'I fed »o fh* I 
remtortemeni poinfi you control I 
Eoch reiftlor cement pom* pro 
*«iet u pupwksliuti l/jinis Yuu 
mult coptgre ond hod these 
pomts in order to mtreoie the 
number of units you con bnngto 1 
the bottle For more nfcrmoiion I 
on Reinforcements see pope IB. I 

2 TACTICAL fcATTlf MINI MAP 

Inendly units ore represent in green I 
while enemy units ore red P»rote units I 
ereyeKow The some cobr scheme 
eppltfs to structures, winch oppec 01 I 
lecfongles on the mop Reinforcement I 
ycmti conceoled by »h* <o$ of *0' or* I 
represented by groy Htonges friendly I 
■emforeemtnt pomt> o»e Oteen 
end enemy points ore red The locotcn I 
of combo* »ill fiosh red Areos covered I 
by the fog of wot or* dark, wWe the 
oreo your units con sec ti kngftf 

There ore odditonol icons on the mop I 
when ploy mg m skirmish m*de A Large I 



2 


FI 





credit icon mdKOfn a aming bu4d i>t€ a 
imall credit <on irvkole* o resource pod 
I A jfar on the mop epresentio pirate 
I Structure fhot may sront you new unit! 

I Of ofc ) '<««. 

3 SPECIAL COMMANDS 


A SPECIAL ATTACK 

Bombing Bun (land Only) 

During o land batik you can fake , 
advantage of Y wirg* or TIE bomber* 
in orbit by coOmg f» o bombing run 

kn Cannon 
I'ebeli/Spoce Only) 

The ion connon ricon 
tttweted on o pbntii 
urfoce It fire* a blast 
copobk of diioblmj o topi'o! ik*p 

in ipoce 

Hypervelocity Gun 
(Empire/Spoee Only) 

Tie nypervebcity gun a 
cwjtruded an o plonet'i 
nrfoce I* firet o power 
fill Wait at enemy coped ihip* that con 
penetrote mott *h«ld> 

b place beacon 





Wxes a beacon on the 
map which con 
be teen by other kimon 



C R0NPORCEmEN*S 




Ckk th»t button to open 
the reinforcement queue 
AfOilflblo vnitt will 
oppeor in o vmoll win* 
dow mi the upper left 
t from the 


part of the screen Drag unit* 
queue to the map to deploy them 


* Spoce Unit* con be deployed m any 

flfilfflffii 



DEPlOYING ft GetfOft CEMENTS 


• CYtw aatall */ mi- »«»i «« at 
kin it! aid aha* (la hm f*a baf mi 

• irVfr yea era aa tfiea eraarlt 
fram'd r*a aiH aaaj ‘ak—j i« 

ham yam llaat . I 

• » l O f aed tat (a leaf mma aeitl tJe 
in tha la-Jmtamaar <aam »*'. I (lay 

araaaataa 

'It Sl 'mtl mada yva »N( aaad (a deploy 
**• W n nu ifi htmrav llaati tae 
^ 4^ art rwUfwW danaf ^ 


« Land Ur<t* con be deployed within the 
rodiut of o friendly reinforcement pomt 

NOTE. If you hove reochd your population 
cap. or attempt to drog o unit into bottle 
that would OAiced the peculation cop. you 
wl not be able to deploy reinforcement* 

D RETBEAT 

Sometifte* you may wont 
to w.lhdow from o bottle 
to wjvt your unit* from 
lone* Oi<k on »h# 
retrod icon ne«t to the 
command bor to imide o retreol 
Whenever retreot hot been initiated o 
timer w.ll begin covntmj down, ot -hick 
time your unit* ore more vulnerable to 
o«ock The retreat •> erected once the 
timer end* The wrvwng uW* wil regroup d 
o neorby friendly pknet Note thot m tome 
caiei, retreat will not be pouible Thi* 

mcVldei righ o# tlw hwgnncig of a hnttU 

and when gravity well generoior* or* 
ir effect 



5 CINEMATIC CAMERA BUTTON 

CM fht. burton to wotch 
you* itio'cgy unfold m 
real lim* throuqh vorety 
ol ipecoculor cinematic 
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comero 


hove »et up your attack, octmote the cin 
emd< comero ond tnioy the *ho* 

6 UNIT COMMANDS 

Eoch button muei o command to the cur 
ready selected u*wti 

Attach Cl*ch on flu* 
buton. then rgbl-dick 
o target to command 
you* troop* to attach <t 









Afock Move Click on 
thi, button then r 
ckk on the bottle 
or the Mini-Mop to 
command vour unit* to 
move to that po*Aan. bu* olio *top ond 
attack any enemie* 'hey encounter along 
the way 

Meve CM on td* but 
to*, then f^N -click on 
thi battlefield or the 
Mini-Map '0 commond 
yojr unit* to move to 
that position Thev will .gnort ony threat* 
until they rtoch their destination 

Waypoint Move Click 
on Inn button then 
rqht -dick on the bottle 
field or »he M«i Map 
to create way pomt* for 
your troop* to novr to Right-dick multi 
pie tune* to tel un'r* to move from one 
woypoint to the next 







Stop Click on tho but- 
ton to conret ony pre- 
view* order* and *top 
your troop* where 
they or* They will 
e*gog« enem-et within rongt ober »top 
phg 

Guard Gick an tha 
button then right -dick 
on o InercRy unit to 
commond you* troop* 
to follow and protect 
tie target Guarding unit* wJl cho*e ene- 
mm* only a short diitonce before return- 1 
mg to o pontion near the guarded unit I 




7 COMMAND BAR 

Al *#i#ded unit* are represented here! 
b« <on* You con lebct on m<fcviduoi| 
Wi t from the group by ckkiro on ^* co* I 
responding «on You con cn© oct~o’e 
speciol obiiite* by clicking cn th# ability 
on* locoted just obo»e »he unit <on* 


8 PRODUCTION QUEUE 


A 

wiih a per 


Anything currently m production 
oppeor here a* a hologram, wiih a , 
antoge *how«ng how conplete it 
Upgrade* appoar in bkie. while unit* 
oppeor m orange Right ckk on o hob- 
arom to concel it* prodwCfion 


9 HERO ICONS 

AwAiWe hnmei dnpluyvd Me Ckk 
on a portrait to certe* on the cyTejponding 
hero. Heroe* that ore provtcmg o global 
bonus will have o glow around lW portrait 







CONTROLLING YOUR ARMY 
IN TACTICAL VIEW 


ADJUSTING YOUR VIEW 

In roctical combof you ton me the movie wheel to od|iut your view of the battlefield For 
an even wider view of the oc»io«, press the TAfc button for a bird's-eye v«w. Press TAB o 
tecond time for an even wider perspective. Pressing TAB o third time returnj yov to the 
itandord game perspective Yov con olio zoom out to o bird's-eye view by scrolling out 
with the mouse wheel intil the camera stops moving. Scroll again once 'he camera has 
stopped to switch to bird's-eye view. 

SELECTING UNITS 

Units ore dej«gno»ed o$ infontry. vehicles, or ships 
To select o unit. Iff- click on it, 

To select multiple uiits. left-dick and drag the mouse to draw a box over the units t 

Double-clicking or holding drl while dickinc on a unit wiU select all units of that type 
on screen (for exonple. ctrl-left-dicking a iquod of stormtroopers wJI select all visi- 
ble sformtrooper squodi ) 

Hold the shift button while clicking or drageing the cursor to add wits to those 
olready selected 

Hi spoce bottles, seed fighter squodrans by clicking on their icons 

All seleded units ore represented on the Command Bor by portrait icons Left-click 
on o unit's <on to select it individually froir the group. 

COMMAND GROUPS 

Once you hove unit* selected, press Ctrl ord any number key to assign the unit; tp o 
command group. A number will oppeor next to ecch member of the group to lot you 
know which group they belong to Any time thereafter press the corresponding 
number key to select that group. This aHow> yov to control and organize many 
groups of units witfou' having to dick on them 

MOVING UNITS 

Right dick directly cn the battlefield or on the Mmi-Mop to command selected units 
to move to o position. 

A single dick move command wifl force your units to move in formation at rhe 
speed of the slowest unit, while double clidmg will ollow your selected units to 
move ot fheir own pace - breaking formation 

Holding AIT while nght-dicking creates waypoints for your troops to move to Hold 
olf ond right-click multiple times to tell vnitsfo move from one waypoint to the next. 

ATTACKING 

Right dick on cm enemy to have selected units attack it They will ignore oil other 
threats until the target is destroyed 




In spoce bottles enemy fighters will hove red squodron icons which con be tar- 
geted m this some way Attacking enemy fghter units by right -eliding on them 
will force your units to attock the entire squad of units 

Affock-Move: HoWisg CHI while right-dicking on the bottlefield will command 
your units to move '0 thot position, but oko stop ond attack ony enemies they 
encounter olong the woy, # 

ECONOMY IN TACTICAL COMBAT 

In Compaign ond Galactic Conquest, you enter focfico! combat with the same number 
of total credits thot yoc had on the galactic mop Goloctic time stops during tactical 
combat, so you w! not earn doily credits during the bottle. You will hov* opportunities 

10 spend credits during combat, so It is your belt interest to hove some funds reody o> 

011 times in cose you are attacked 

GAINING CREDITS 

i ou con goin credits during combat by: 

Capturing o resource facility 

Completing some secondary objectives 

Selling structures or build pod emplocemen s |*«jhf dick) 

PURCHASING UPGRADES 

[he defending faction con purchase offensive ord defensive vpgrodes for their units at 
•riendly structures. To perchase, dick on the structure then choose on upgrade from the 
oroductan bat Upgrades ore persistent, to if you purchase on vpgrodi in one battle, 
snd ore attacked ogom, your units will retain me bonus in the next batfc. 

1 the attacking foction ii able to locate a Merceiary Outfitter on the moo. they too will 
oe able to purchase upgrades for their units, 

JSING BUILD PADS 

Build pads ore extremely versatile construction thes thot either faction ran capture 
Dick on o build pod necr your units to purchose one of sue emplacements 

Anti-Vehicle Turret: Automatically ottatks enemy units Very effective ajoinst vehicles 

Anti-Infantry Turret; Aitomatically attacks enemy units. Very effective ogamjl infantry 

Anti-Aircraft Turret: Attomcticolfy ottocks eneny units Very effective egamst aircraft 

Jocto Heeling Stotion: Heols friendly infontry units within its radius 

lepoir Stotion: Repoin friendly vehicles withm its rodus. 

sensor Node- Pushes bock the fog of wor a greot deal, improving yout visibility 

MOTE tn addition to their primary function, oil buita pod emplacement* count OS 
riendly units, ond therefore dear the fog of war in their immediate vicinity. They do 
sot count toward your population cop, so they ore a greot woy to odd firepower ond 
lupport without mcreasng the sue of your army 


COMBAT FEATURES 


SECONDARY OBJECTIVES 

In tocticol combot your qool is to defeot yo ur jnem y, but, in mony sifjofions secondory 
ob|«c«ivfs Will be ovO'ioWe thot con be e*tremeiy rewordmg Whenever possible. try to 
incorporate the secondary objectives into your strategy to get the most out oi the lochcal bathe, 

SPACE COMBAT FEATURES 
REINFORCEMENTS 

Reinforcements con bt drogged from the qieue <nto 
ar#ai wh«r* your units hov« olreody cleared tW fag ot f* 

war. Reinforcements connoi be deployed in As'eroid ^ 

Fields. Nebu«oe, Ion Stems or near enemy botes 

SHIELDS ^ 

Most ships have shields m addition to the.r armo*ea null 
Shields are represented by the blue bar just aoo»e 'he 
unit's health bar Shield, regenerate over time, and must 
be eliminated before demoge to the hull con be done 

STARSHIP HARDPOINTS 

! The larger ships and space structures ore mode up of 
| individual components, colled hordpomts, who con be 
targeted These may include weapons shields genera- 
tors, or engines Destroying one of these will couse that 
component to cease functioning 

SPACE HAZARDS 

ASTEROID FIELDS 

While small ships con ovoid domoge from asteroids, 
larger ships entermg *tto an Asteroid Field will take 
damage over lime 

I I NEBULAE . 

| Any ship entering o Nebula or Ion Storm will no - be able 
| to use any special ablities In addition to preventing 
special ability use. Ion Storms will disable shields 
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THE DEATH STAR 

When the Empire b'irvgs the Death Star into o ipoce bottle there will be o countdown ! I 
at the fop of the screen until it it m range While the Death Star approaches tKe plon- j I 
et the Empire must light the spoce tocticol bottle Once m range the Decth Star can fire I 
at will ond completely ceslroy the planet's surface After a planet has been destroyed I 
its land tocticol map is eliminated from the galasy However, the spoce tactical mop will [ I 
remom os on asteroid held. 

The Rebels can only coenfer the Deoth Star by winning o spoce tocticol bottle ogomst I 
the Death Star, while Red Squadron is in their fleet 


GROUND COMBAT FEATURES 
REINFORCEMENT POINTS 

Reinforcement Points ate tocticol positions that increase the owner's poa 
u lotion cop and ollow reinforcements to land You must eliminate oil neor 
by enemy units and hen have at !eoi» one infantry unit neor the 
Reinforcement Point hclogrom until it turns green Only infantry units 
con capture Reinforcement Points. Once yo# hove control, you con drag units from 
•he reinforcement queue to anywhere within Riinforccmenl Point rodics This range .s 

designated by o green circle around the remfa-eemenl pomt 

INFANTRY UNITS 

Infantry units are neceisory far coplurmg remlorcement points. They ore olso oWe to 
toke odvontoge of natural cover on some terroin mcreosmg their offensive ond defen- 
ce capabilities Most nfantry are able slip by onthvehlde weaponry, so you can use 
them to rtoch objectives that may be inaccessible to your vehicles 



WEATHER 

Your troops will hove to deal with planetory weather Weather effects cause the fol- 
lowing reductions in capabilities 


Rain ol Ash 

Infantry sight ronge 
reduced 



Snowstorm 

Vehicle sight ronge 
reduced 



Heavy Rain 

loser o:curocy 
reduced 



Wind/Sondstorm 

Rocket occurocy 
reduced 




Defenders con purchose a Samvel Training upgrade at their barrocks to negofe the 
effect of weather on their units 




TERRAIN OBSTACLES 

Some terrain is irapossabie by most units, such os trees, woter. and dills Hovering 
units, however con travel over woter, ond Hying un.ts con travel over all terrain 

GOOD GROUND 

Infantry iruts con 'ok* odvontoge of stroteQKolly defensive areas on the map by activat- 
ing their Take Cover ability Unis enhanced by their position on Good Ground will opoeor 
green and receive a bonus to their offensive and detonsnra abilities 


* 



INDIGENOUS FORCES 

Many plorels ore home to various indigenous species. Some of the intelligent life forms 
will be friendly toward your looion allowing you to toke control of them and use them os 
your own. Others may be friendy to your enemy, or hostile to oil foctions For more infoc* 
moron, see Indigenous Forces, poge '55. 

GARRISON UNITS 

In compoigns ond scenarios, many structures on land ond in spoce outoma-icolly produce 
garrison ueits. These are bonus units that ore not affected by the population cap When o 
garrison unit is destroyed, the structure produces a replacement Garrison units are not 
produced in skirmish gomes (See Garrison Units chart in Appendix on pace 47 ) 

SPECIAL STRUCTURES 

Mony planets feoVe structures that either faction can daim. Controlling these structures can 
be the key 'o controlling the mop. For exomple, finding o sensor array will completely dis- 
pel the fog of wor, avowing you to see all your enemy movements, Copturirg o turbolaser 
tower will allow you to obliterate enemy vehicles fron a great distance 
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NOTE ON SKIRMISH PLAY 

ECONOMY 

to skirmish gomes, you slowly gain credits over time You con -ncreose the rote of cred- 1 
it production by capturing mining build sres ond resource pods 

BUILDING UNITS 

Unlike Campaign or Goloctic Conquest, in Skirmish mode vou construct units during the ' 
tactical battle To construct a unit, select c structure and cnoosc o unit to build from the 
production bor When unit construction is complete the unit wiD be added to the reinforce 
mem queue To bring the now unit into the bottle, drog it from ’he queue like any ren 
torcement 

TECHNOLOGY LEVEL 

To increase your technology level in Skirnnh battles, click on yojr command center osd 
choose the technology level upgiode This applies to both the Empire and the Rebels As 
your technology level increases new unds and upgrades become available at your structures 

SAVING AND LOADING THE GAME 

Tou con save or lood the gome at any time by pressing the main menu button, or the 
CSC key, ond choosing $ove Game o« Lood Gome The gome will also outosove p«r*od- 
<oly to retom your progress 



SECTION A 


As your tod ion’s technology level increases, new advanced units onfl structures wj 
become avoiloble for you to build For complete information regarding your faction's tech- 
nology. clck on the droid odvtsor ond choose Tech T-ee 

UPGRADING SPACE STATIONS 

As your technology level increases, you will be oWeto upgrade your spexe stations This 
will not ody allow you to build new storships, if will also mcreose your goloctic unit 
ity Also, rpgroded space sfotions offer much greoter defense for your pbnet 

ACQUIRING NEW HEROES 

Increasing your technology level may also ottroci new hero characters to your ronks Th* 
heroes thet join your Faction of’er on upgrode will very depending on the scenario. After 
a technology upgrade, check the hero icons on the goloctic mop for new odditions 





INCREASING Y OUR 
TECHNOLOGY LEVEL 


Empire - Research Technology 
on Tour Planets 

• Construct o Research Focit» r 

• When the focAty is complete select 
the planet it was built on ond choose 
Upgrade Imperial Tech from the produc- 
tion menu 

■ When the upgrode is complete, new 
technology will be available 

• You wil be able to teseorch technolo- 
at tbs plonet ogom to increase your 

el further 


Rebels - Steal Technology 
from the Empire 

• Select the R2-D2 and C-3TO hero unit 
on Goloctic Mop 

• Droc them to the 'Steal* slot on o 
neorby imperial planet 

• Select a technology to steel from 
the menu. 

• When oil of the technologes in a 
group hove been stolen, the Rebels’ 
overol 1 technology level will increase 


L 


SECTION 5 


N. 




UNIT TACTICAL STRATEGIES 

AH units have strengths ond weaknesses hot you roust take into occount when forming 
your strategies For your reference o chon detailing unit toctico! strategies in both Iona 
and spoce bottles hos been included wits the gome You con also find importonf tkis 
nformotion to help you pbn your stroteges by plocing the mouse cursor over a unit to 
get a tool tip These tool lips in battle Yon will show you see dearly what enemy unis 
the unit ti strong ard ogomsf, ond who* they ore weak ogomst. A reference cord 
detailing this information hos been included with the game Ihis, combined with the 
planet's weather effects, will help you determine you r strategy. 

UNIT SPECIAL ABILITIES 

Most units hove one ar more special abilities, which can be activated by clicking on he 
Special ability icon ri the Command Bar, or right clicking on the unit avt.ng o land ar 
spoce bottle itself Some abilities moy need to recharge after me While the ability n 
recharging, its icon will glow Once me iron hos returned to normal you may use he 
ability ogain Mote the mouse cursor over the ability icon on the Command Bar br 
more information 


REBEL ALLIANCE UNIT 


SPACE UNITS 


Z 95 HEADHUNTER 

Z-95 Heodhunfert hew tophnticoted Motor equipnent for toppling 
enemy croft ond moke cue lleni »cou«t 

* ctrc****: 

X WING (T 65 X wing) 

The X wma it o venohlt ifup t© thip lighter (hot con Irode off between 

tpeeconci power 

KW lOO WVCA • Mount INC MieuiWCWO 

Y-WING 

Y-wv^i ore the workhonet of the Rebel fleet They con dorypt tkeidt, 
drtobt enemy |h>pi and pro.de oir twpport durmg ond bottle j 

MCa. ONCMCNkOr -T — t nr- 1 -flilirfrin 

MJMJ KMKiftM9>MM««TtttJUa 



A-WING 

The A wmg a o fott, lightly thielded fighter equipped wdh on orroy of 
^mining equoment to coefyie enemy lorgetmg c&mp/en 
wow itNMtwioeoi 



CORELLIAN CORVETTE 

The CoreKpa corvette d orned with loter cannont ond over sued 
driw enginet for o thip o< h tcole allowing the mtel to ovoid o 
blocked# or quickly enter 0 fqht 
wow taateoMiswn- wcmie vm t* «CM>c*^>t» 



CORELLIAN GUNSHIP 

fott ond deodly. the Gorefae gmohip boottt loter cannon botteriei 
ond concunion raefttU* loundtert tho' con bypoii thieJo. domog-ng the 
bull drtctly 

V« 3 w rcsi IWX *>0 K»*S£ ytg «. KtJJC >»»cwo 




MARAUDER MISSILE CRUISER 

The A Ranee ertmer con barrage on orec wth mutilet creoting heavy 
devolution in the procen 
VK*. MIMXMU 



REBEL CRUISER (Nebulon-B Fr.gattl 

Nebulon fi Frigoftt hevte both later cannon arc turbo loter batter*: 
ond lpeoalae in corrbot with Porro) Cruneri 

wow »act' v«.3 i'iM> • KBin wiu" r,*n •• naiwvwws **o •we.'w* 

ALLIANCE ASSAULT FRIGATE (Attaull Frigote MK II) 

bootting loter cannon ond turbofoier hotter *t the 'Alliance Atiou* 
fv^ote' con handle the huge* tmper^t mj.tr t ond destroyers 

tOOPMOiaMW nous: HU KM* n CUT* wc VC -iwm 


MON CALAMARI CRUISER (Mott Cal MC80 Star Cruiser) 
Mon Gil Owner: aw heavily ormed ond wf I defended th»pj thot con 
*ohe on Imperiol 5»or Dettroyen NOTE Con only be bwk if the player 
confroh Mutt hiNtei. Knot, or Mon Co-omv 
wo k tocei uu iw Mwc viz uva t • oar war na m p j w w 



GROUND UNITS 

REBEL TROOPERS (SpecForcet Infantry Plotoon) 

Rebel troopert ow twined to ute o vor^ty ot toctio including »h* ute | ' ^ 

o» ttrotegic cover for iiweoted detent* 

nc» -iuo* otaui:c*ua«iv>(B e*itsucsw>MMMts MMtvicM , 

‘Ml •9MNt«ceor Otto V* tur rm: '*H». >‘[vrM t iui 1 


HEX MISSILE TROOPER 5 
(SpecForcet PLX Mtttile trooper Pietoon) 

Troopett corry PLX-2M Mn.« Tube: which lire rocket: capoc* of 

doing momve domojp to vebdtl 

wee* *Mi(owt :m»K»ju«in • ■ ... 

*MMft im 'mi n jm •w m ■* >» jno unow o*jc 



INFILTRAT0R5 5.. 

(SpecForcet Infillroton •" 

•nfiltrotori ore itealthr infantry um*i o'ned with wiper riflet thot ore 
rarefy detected by the enemy until H't too lot* # 

Mat. vcwMinnywroi <uM*to«:M«t«\.nr>3C'*nn«yorrt«cioot'Wt 1/ 


T 2 6 REPULSOR IAN* 

The T2 I Reowltoi Tow .» o nimbb uni* 'hot con even trov*i over wole: 
T <t *tD tuited to reccnnn-jtonce and l<qw canba' 

Me* n*uir»p««fc wauXAu'ini 



neVOMM 





T4 I HEAVY TANK 

f4 I lonki too obeff*o1e k«N»e«n (irinq Moitffi <0 l«0> rh/Cvgh 

•nhrtry, Of irt*ng rpcU»i to pummel *ehtdei ond ltrrcturoi 
MOu wcotatuu u*n mc a«aa nur^B s wnn»a w»<n#*o 

(■I 


ASSAULT SPEEDER T 47 Ainpeeder 

Aitojlt Speederi con tro«-*l |utt obovt onywhe'f on fit# mop loiter 
thon any o»he» unit Titty cr# the pnrftl counter or »h# lumbers 
Impe'ioi AT-AT 

MX ifl» cxj «?!* a itrcmi»t3»r*fci ,t*j ».*«»• *• 

MPTI-2A ARTILLERY 

When deployed the MPTl-2a ton lire torpedoei o*r long dittoncei 
" , dK A# help ol o ipot'er uni* Without the spotting w<i the ronge ond 

occv>ocy of the MPTL ore %*%•»* ly hampered, 

MOW OMW/UKJMO* **»< Ve*.C*K tMB im CAT. «| J>C loci IT UH» iwm 
WOliWOfOK 


REBEL HEROES 

MON MOTHMA 

Mon Motheno i» the Rebel Alienee i qu«t contcance ond control 
leode , her ttrong prince hmt) l«f (greu loword vxtory She trtei her 
poieicol influence to negotot* better pricei lor the ieoei Allionce 

MO * gwmiouu MOB nOUJCOBtfftt 041 11 MW 

nocu^ a>p Kkxis m it « UX4KM 


KYLl KATAIN 

Kyle <atarn tow the Empire’l true loce oiler learning it wai 
reipcmible lor hd fom.ly'j dtolh Hu rml.tary tromirg a now in 
the unr ice of the Rebellion 

MOM new*! nun oe ltur i»»/X4 Airu 4 ie*i moe 

ome 


CAPTAIN RAYMUS ANTILLES 
Antilln ii lr»el-heoded. KhooW in 
Mu ihp. the Sundered Heott, hot been 
diminnh enemy weoponi 
MOW nWWfei' »MkMllOK4Kir£ICrtKiriOl 

toormoMM-ii K*usBWtt<*HO«ieecw« 



R2-D2/ C 3P0 (Artoo-Detoo/ See Threepio) 

R2-U2 ond C-3R0 ore o drod duo with o Inoek for being m the 
wrong ploce of the time They ited Ley echnotagiei from the 
Empire, inc reeling the Rebel'! technology le*l 

m ow toaowe uecoma owtnex rjnv 

u*»4 *hcj «*A*Aw*at.*«'j 

irtw tionooo* CN4CX tit out • Mu waoernew 

neewH 



COMMANDER ACKBAR 

Acibor coptomj hit pertonol HMjhrp, How 0 if, Hi con roily let 
lleeti to take out the mightieit of opponent! 

mow NOac? w. ns •yii •umbi>wini:NNi4*o3«e:iK7’>KU&iNa 
—g g eoACBeomaen 

tCCV VWK3 rj*n ■£•!*» swi: wr n ieoc ic m«r ivr 



HAN/CHEVVIE (Hon Solo/Chewbacco) 

Hon Solo it o young tcoundrel who plots the legendary 
Millennium Falcon Oiewbocco »errei at Solo's Iwif mole Then 
two ho»e a knock for getting lemiehrti into end ou* ol trouble 

*444* mo mow Mur-9uiLnw4ii<ia40oi«t4i>crtai 

vme MjuBwhwii'fe 

o«wucc4 imoM uu. <MOi ’a*i cemoi a w> ***»• m<j 
__ J «m Mmin«0ft4#.tm» 

mitfytfiiM # jecew 

mSwiMO; «wj ummt’ vwmeauMXmiM W u 


OBI WAN (Obi Won Kenobi) 

Obi-Won Kenobi it omong the tan ol the JeA Krrighft In bottle, 
Obi Won drawt upon the Force to protect ond heoflw ollei 

mow jOKjmpip m»M5 » saiuc* naxx. uirei 

ma«* tooi*wciww4r»- 


RED SQUADRON\lUKE SKYWALKB 

The* pilots ore known lor their dormg piping ond todia. Red 
Squadron it the only imt that can defeat the Death Star 

waw luenuor «m * yar*-**; way uo» •wir ooe «ow 3***a 
MMNCMlW 

'iruwj wymww n’larH ri w vH f **■> 





REBEL STRUCTURES 


alliance space station 

The AU^ince Spot* Staton urves at on otbttal ittb’ie platform ty a i>ar if sf*m ond 
manages 'to ronstriKlon of (Hiring bal'ic !►» space ifanon will tit find itself by 
prodscmg * w"Q fighters and firmg toboletars v “■’nom and p'aton 'vptdoei a* 
•be eseniy 

ALLIANCE BARRACKS iDtlvin Construct* Model Miliar P-221) 

The Alhonc* rroop borrocii fain infantry Flotoons o»0 PlW soldiers 

ALLIANCE LIGHT VEHICE FACTORY (Dalv.r Construct* Modal Foe L 83) 

TV# I? R tonk and Assault SpMder or* both produces 'Voyyi strvcV# 

OELVIN CONSTRUCTS MODEL FAC M-6S (Allianca Heavy 

Vehicle Factory) 

These manufacture T4S tonb and MPTl 2a or'iUe-v 

ALLIANCE OFFICER ACADEMY (Dalvin Contract* Modal Ed* A 46) 

Allot lha Rebels to tram F.md Commototn o«d He«t lommand#**. 

INFILTRATOR TRAINING FACILITY (Dalvin Construct* Modal Edu 1-73) 

Sil* hf iltrotan jmti con bt trointd 0« this focnity 

ION CANNON (Plonatory Ion Connon) 

An #f>*fgy weapon built on ttt surface of o planet the* the Rebels con fir* dump a ipace 
boftb io disable on enemy sta. Though <r fees iato sjoce. the bn Connon rtse* a on the 
pbnet » turf ace ond con only tse destroy td dunnq o and totted totile 

ALLIANCE COMMAND CENTER (Delvin Constructs Model Com C 52) 

TNt OyildmQ serves os o tost d ope>otans on Rebe outposts. >n skumish bottles >1 con 
be used to recruit heroes anc develop new ’echnobges 


-STAR. WART 



PROBE DROID 

hex dro*ds con be secretly deployed to the Spy slot on on enemy pksw' 
oAjwmg the Empire to see the enemy s defenses on the Gotoctic Mop 

TIE FIGHTER 

’he mass-produced TIE fighters ore disposable wits well ignea tc 
i'o to-sn-p comber ooomit smoll Rebel fghteri. They rely on c*r 
•heiming numbers *o defeat opponents 

<r<*u.'u,i< idi out «no asv mmi 


TIC BOMBER 

'tost bombers conoioster on oreo on the ground o» use their precise 
toraafag computeis to disable vital oreas of capital ships such os 
tniftd generators aid engines 
me* ’vt*utom»ciimsj»ne M*rmmo 


I TIE SCOUT 

I TIE KOutt con be dspe'chad to scout ou* dtlont orcoi and lift the iog 
I of war, *e*eolmg e*emy positions and defwses 

1 man iMoirnc nwouevurysiiSWtUHcrne-u 


4 


TARTAN PATROL CRUISER (Torlon doss Potrol _ 

’orion Patrol Cruisers ore foil, well ormed ships that con hold *n 
own m combo* ogomtt Rebel frgotet ond corvettei 

J*CM. scev *T»SJ »Ot*Ul i* ttxrK, J*}\' uc ih»j ►>«« 




to 


BROADSIDE CLASS CRUISER KDB 1 (Missile Ship) 

BroodinW-cbii 0 users con barrage an a eo with deadly missile We 
from a tofe d'Ponci, mokmg them excellent support croft for your fleet 

•CM IMO 4 VCkii* C* WBIB »t * '»KFSi Hit 



ACCLAMATOfi (Acclamotorclats Assault Ship) 

Tlvs stondord Impetol cruiser produces TIL fighters ond TIE bombers 
durmg bottle It hos more than enough firepower to 'ohe on small Rebel 
'lefts ond ligWIy armed space stations 
mem socm«t*rcM*owa pousar«Kiwni>niiCi«sRDMOiMU)io«« 


VICTORY CLASS STAR DESTROYER 

These vessels house complements of T£ fighers and TIE bombers TWy 

ore extremely effeoive against Rebel corvettes ond frigates 


L. 


MOT «tVON Kim • WJUUS »TOC*W t f «M VfE> WtO SWO «>H 




INTERDICTOR CRUISER (Immobilize 418 Cruiltr) 

tntwdidor Crvo«n ore powerful ship* cof ofcW of dirvptmg ih* Rebel) 
t’rtftgy by preventing <etreot ood inttnermg with 'hen targeting 
9KM. BNvnMiaB«iiroi.i^^w>ir«««w*n(A*f<MNT»0CO«'j*«<' 

■CM MU MM 

mOUmmmO m • C MM eOf **»’ w.Wtt ICeUW '*K V\ tie KJfO 

•01 CveC* -CVI «•**! •*« « *TWf 


IMPERIAL STAR DESTROYER (Imperial clan Destroyer) 
Tf*>e rnonw* war ihipi mate ihorl work of all but he itrongei* Rebel 
v*ttell They orodvce TIE fighter and TIE bombar iquaaronj for 
detente during battle, ond can octi»o*t o trodor been to trop Wdni 
Babel ihbt NOTE Con crJy be bvyh 1 the player confroh Sunni, 
fowlor. luat.ot Mon Goloaart 

W CX tUC» OIM*e-*U«gaPMM UCf 50 m C* tX» 

death star 

The Death Star a die Empre » ultimate weopo* M it ormed *»ith o 
toper later ihol it copable of destroying an entire tJonet 
moil a*» ujn o*r» • wn » >wr 


GROUND UNITS 


STORMTROOPER platoon 

StormtrooDtn ore the Empire » afl-porpove mloniry They ore iromea 
to tole orfrontoge of trrategic cover on rhe bo*»l#f«fd 

mx !uic£Mi-cKit*noMwaiiaws fcnKMmowuei! nwj* 

Uif o< ttita » Q*B Cm ne «a/ n*r oral uot&u oitfi 


SPEEDER BIKE (Scout Trooper) 

Scoit hoopers rely on their lightly ormored Speeder 3 let to travel 
ocnat battWfeldi qucU* They con drop devastating thermal detona- 
tor deep behind enemy knot, ond then eicope before the de*onotion 
w» eMura w aauce- w*igeemm^ peu»itfiai»op»«co(»a>< 


TIE MAULER (Imperial TIE op I) 

The Tf mogler tocrif <•» ormcr for speed and marwuvwoWey It n armed 
weh-apid fire loser connons ond eon us* tfs tank treodtto rvn over enemy 
mforiry . A} o k»t» retort, 4 can telf deitrud, coutmg massive demoge 

«vx mitemja m -*jui *\ ex**; w tius *o »<ti 

MKMMm atsu *e tuae v: snotoi eon 


2 M REPULSOR TANK 

2-M Repuhor Tools ore shielded ond hgWy moMe. oUowwg *hew to / 

react (Mont regent of the aottleUW gw-cty wWe tol*g Ov» enemy s v 
mfortry along the way, r L 

MU tOWT.tVCn.'O'-P 




> 


AT ST (All Terroin Scowl Trontport) 

The AT ST It o lightly armored vcou» vehice that met nt powerful 
laten to provide covering fire fo« ground Iroopt or to borroge or 
area, * it porhcwlortf effective o’ erwthing veiny infontry ond twrreti 
imjti uMtum* mu Kkr>0 wuBt t’i ’moiiomu 


t 
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SPMA T (Self Propelled Medium Artillery Turboloter) 

SPMA-Tt ore mobile art Jlery that mult deploy before firing their mem 
connoni They requite o spotter unit to po-ni d<ttonf torgett for tfmm. 
Their loten cone in;redoe damage to any target they tirike 

yvew :mp*ir<xp* •^H^.CvC'HyuwnCAr.ejicncu^MrHiUY ven 
VWlMUaM 


A 

SY 


AT AA (All Terrain Anti Aircroft) 

The AT-AA hot o fled nod »Sm titt on n wolling thel b n rapnide d 
trovening o variety of botdetield terrain to jet into position ond stop 
oi auoJii 

tnoii mwiuwcns oj^b mcbt iww mita o eei ^Mn umn iu locrr 
ne at u —cm 


'n x 


AT AT (All Terroin Armored Trontport) 

AT AT» employ four heod mounted kntr cctnont ond thee feet coe 
ennh enemy troopt They obo con deploy Sormtroopeu vio roppel 
linei dropped iron tt* vehicle i belly 

utex !imc»ticm.ioc»oi cenen « cauwe c» aoa*t»ccmii *i na *nr*F 



HEROES 


emperor palpatine 

In combat Polpot-ne drawt upon the force to tear ha oppo 
nent» with deodiy lightning or to bend them to fn will 
Whichever ptonn Pelpctine occup^t will produce wfMt ond 
ttructurw more rffeenffy 
wvrid run i QYUlt MWfi luun 

KM1 z—y .‘com in wei* .Mrjtofw «r»* 1*£T0» 

teuatmctWL’CniCTl •« lOCMCm 



MARA JADE 

Moro Jade r*| ( ei or stealth ond cunnmg io tew confimon 
among the Rebels She con force enem-«t »0 00 her bidding ond 
in«ok behind eneny U«i io pk»m deodiy e*plot.««» 

mx miMi arenm iM'.tKMnwtvnitmcaevAwoDiiKS 
i»#ir NAMlf 10^1 MIKAl >OOl 



OPTAIN PIETT 

Pic’t o Cao'cn of the Impenal'ckm Star Dtiirsnrr, the Actner 
Th* Aeeoter hoi been modified with o proton beom capable of 
anting moiirre deitrudci »o other veileh 

9K*t nqgiHM » tjMp© >*• «v wr?« so**. as vy 
mcra* Bw-ntt annum! «• *• » <*rtworr 'a*j- 



COLONEL VEERS 

Cocnei Maiimilion Ven pitot* hu own advanced AT-AT proto 
type named Bhxiard l ar>di» rocrvitmo for on tmoib forte of the 
mghry behemoth* once Kl icok pieouciion begim Veen’ AT-AT 
o mmvne ip o<r>petd*r cota o»ott» 

WM WIOT H0WW00W5 aro* • Or r :»••*£<>» v/M 4t t !\ “T 

MHMirapcrti (MKrnectfMMtemtvcmoLArewown 


GRAND MOFF TARKIN 

Torkin n o commonder tho» conno* contemplote retreot 01 o 
noble option, oi »«h, Itat under Ni command will no* be oWe 
to retreat from o ipoce bof I* 

MUi tCCT HH1 IFKTrTXiJ htcmu 1 __ _ _____ 

rub cur c* ttn*** iiamii « om*r xm> 



BOBA FETT 

lobo Fett n o wail mg arsenal iporimg wrnt blaster*, a (feme I 
thrower ond o (etpock Hij iK p 5/o»e ' boaiti defletlor ifueldj - J. 

and e devoitotmg ie<*m« charge 1 

jrtc*. r*0 ’0 '< XiO^V , .X*'C' ir*AJX 010*0* 

*>-**400 CP>WAA..nAW'A«A*OC»t«t 
VM~kU3VU 9«r* A »?»•••*’ cure. APH A ACT DliA» 



DARTH VADER 

Ai 0 Dork lord of the Srih. Dorth Voder drowi gptn the Force m 
combat to devoilole hn opponent} In ipoce. Voder prloti o tpe 
{■oily deirgnod Tit Advo«t»d *1 itarfigitfe* ond >» protected by e 
leom of loyal wmgmer 

VS* rcearum cnAioci'ycaeAirAAOLntUAr-.Aai wM'twv 

AMnaro ttMQT 

kaagu* a»ti6’>M*ju»tKJ5 09twt 

C<u 101 •nortN ,v*CT! ifhWMt :0T «N>P* *» »*JH I XAmPK'- 
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IMPERIAL STRUCTURES 

imperial space station 

The ImpercJ Spore Sreti©" *e»v«* o» on orblol deftnii pktlfotm fo< o »tor iyi»*m ond 
monogei the a«»t»uttiOfl of *Kp* ot imperid orbitol ihipyordi During bottle the ipoce 
itofion Will defend »»»lf 0y prooiC ng f>t fighter* ond Iwmg tgrboloierv, ion connon*. ond 
proton loroedoei o* tr* enemy 

GRAVITY WELL GENERATOR 

Am tpoce I'rucii** Rebel fiteti the oaihty to todicolly retreo from o ipoce bot- 
tle once it hoi begun pBowng the Empire to dtifroy their entire forct 

MAGNAPU15E CANNON (Kuot Drive Yards KDY m 68 Pkinslary 
Magnopulie Connon I 

Tha connon lobt ploimo DoUt 0* enemy chides couimg mount electrical dn'urboniei 

it«ji tillable the luigr for o lime 

RESEARCH FACll Ty fCorporote Sector Authority Rei-o Technology 
Center) 

Thu Seieorch For . 'y n ui»o by the Empire to develop new technoiogiet 

supporting *he wor effort 

DELVIN CONSTRUCTS MODEl MILBAI C 427 (Imperial Borracks) 

ine imper.o' bc”or*’ con h©u»e lerrol componiti of Stanntroopet* ond 

icowt trooper; 

IMPERIAL OFFICES ACADEvY (Defvin Comtructi Model Edu-A-34 ) 

New officer} ore *rem<d here before being vert off to command troop} m battle 

IMPERIAL LtGfi vtMiClt FACTORY (Defvm Construct* Model Foe L 113) 
The»* factor ic t m*iot produce AT-STi, but an be retro fitted to hotdle the production 

of 2 M Beo.'vc * 0 *'t ondT( moder 

IMPERIAL HEAVY VEHICLE FACTORY (Defv.n Construct* Model Foe H 121) 
The Heavy Fotfory -it dei««*3 te ronitrurt the middle-ronge woleti mclwdmg the 

SPMA T and the AT-A* 

IMPERIAL ADVANCED FACTORY (Defvin Constructs Model A Fac 333) 

The Empift i Aevcr-f; reetcry coniiructi AT AT wollerj ond SPMA I artillery 

IMPERIAL COv^A'ID CEF' t E» (Defvin Constructs Model Com C 38) 

‘•"p#r«l Off-r#-* sm ur (t* ‘»c .red ocotionto deter ol operotiom jn o pkmet 

HYPEtVElOOTV iUN (imperiol Deportment of Militory 
ReieorchAoim & Bok HV*-2 Hypervelocitv Gun) 

A p‘onelotv deft' it "faDO' ’he' frr« metol ilwgi ot high ipeed ol ihpi in qrb.i Though 
'* f Tet into ipoce t* -taco- • ■ 1 n or* the ylonet » lurfoce ond con only be deitrpyed 
'during a kond todicoi hitt« 

— ^ 


SPECIAL. UNITS 


I Thee special unit types con be fouod in either the service of the Empire or 
the Rebellion 

FLEET COMMANDER 

Heft Commanders improve the combat heolth and sight range of oil tpoo unit) under 
the* commend 

FIELD COMMANDER 

F«U Commanders improve the combo* heolth and sight range o! o# ground v«Ms under 
their command 

BOUNTY HUNTER 

For o price, Bounty Hunters will track down lugitivei and elrnimote heroes without initial- 
inga tocticol battle On the gotocl « mop drag o Bcmty Hunter to the neutralize hero slot 
be'sde o ptonet and pay thi Im to take advantage of their services 

SMUGGLER 

To steal credits from on enemy planet , drog o smuogler on the gobdK map mio the steol 
credits slot beside o planet At the end of each Go«t< Day you w4] recent credits from 
you smuggler on the enemy planet 

SWAMP SPEEDER (Infonlry Support Plolform Speeder) 

The Swamp Speeder is o reoubor lift vehicle thot ctn travel over woter Its lensors ollow 
it tc hunt units wherever they may be on the map 

POD WALKER (All Terrain Attack Pod) 

The AT-AP rs o bghi scout walker w#h o single bier cannon thot sices though enemy 
infentry 

IPV (IPV 1 1mperial Petrol Vestel) 

Thme igMy armored pvt* ovsen con enhonce *her weopon power so destroy etewy figteen 
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These speciol structures may be used by either the Empire cr the Rebellion 


POWER GENERATOR 

Fower Generators u«p communicotoni arrays, base shields turWoser towen and 
mm.ng toofeft fvn0iOA<flg. and ore a v^a component m ony bas< 

SHIELD GENERATOR (CoMar W.opons SID- 14 Shield Generator) 

xr«ld Generators freranf oraitol b omoorwntr.it and eneiut artoiLt directly on in* 

base d protects It ooes not prevent enemies from enuring Shield Generaton reguire 
o power generator to operate 


MINING FACILITY (CmC- 22 Mining Facility) 

The Mining facility can extroct dmost ony p'Kous resource os raw Mafttial. Ihese 
buibincs provide osvbs*ontiol boost to ae&t income 


•JRBOLASER TOWER IToim & Bal XX- 10 Turbolator Towtr) 

The XX X) is 0 peneory surtoc* weooon w#i o rotating turboloser turret that con track 
ond tire upon enemy troops ond vehides Tuoobiers reguire o powti generator to fire 

COMMUNICATIONS ARRAY iMicroThrust Processors 
Communications Array) 

he Communicctioni Array transmits botthfield information ond r»dor locations to 
the troops, revealing more information on He mim mop, 

S??!!^ l i L . 0N< i, RAN ? E SCA N NER (loronor Corporation OLR Sconner) 
Y* OnMol tong Renge Sconner deters ihps m hyperspoce over many gft years 
amonce providing cdvonce warning of opproochmg mmy fleets 

CANTINA 

Smugglers and Mercenaries ore often foi/id here Cant.nai con only be buih on 
Aoregodo rae Atxern CoreBb, Nol Hutto, Ryloth, ond Totooine 
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BACTA HEALING STATION (Zoltin Bacto Corporation Reid Bocto Tank) 

Bacto. a synthetic ehnmcol developed from an onc-ent remedy to heel oil but the most 
serious of wounds, * <Momot<oBy d-spenstd to ony friendly mfonhy units neoiby 


BEPAIR STATION (Loratu* Manufacturing Automated Repair Droid) 

The Automated Repcw Dro*d con repair donoge to any friendly vehebs m the areo 


SENSOR NODE (MicroThrust Processors X2-a Series Sensor Node) 

Sensor nodes con be ploced throughout the betriefidd to monitor locations lor ony kind 


MERCENARY OUTFITTER 

F*W commanders m raed of on edg« con purihase available eguipm«r« upgrades t*rt 

MISSILE DEFENSE SATELLITE (Corporate Sector Authority Md-12 
Satellite Platform) ' 

The Miuife Defense Soteftt is armed with missile bimchers thot »rget mid sued 
ship», cous mg 0 conuderabb omount of damage 
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LASER DEFENSE SATELLITE (Corporote Sector Authority le '? 
Sotellitt Plotform) 

Tbit Soielli»« *t ormed with lour connom capable of troc» iqond L nsj u*»n rqhrers and 
snwHer ifupj 

ASTEROID MINING FACILITY (Cortllio Mining Corporation CMC AU 
Mining Facility) 

Tfteu focilitiat found in osiroid fields wbstontialli l*cuau credit -cow 


MERCHANT SPACE DOCK 

SpKiai tpoce unit con be purchased from these smol orbnl **at-oni .ng iirmuh bathes 

RESOURCE PAD (Cortllio Mining Corporation CMC RP05 Resource Pad) 
toft rh* tobeM ond *to Empirt use Resourci Podi * j qjicb v row *oitr«oh to Ml 

off for credit* They ore ncr oj efficient cn full-tad Mlmivj h: -••a 


CREATURES 

The gobxy n teeming with life, tome friendly ond tome hosMe Creatures such ai 
Wompat, the Sarlocc, rancors, banthos, tounlaunsond o»N*n may ancomfer your troopi 
Alwoys keep the native creotures in mind when pbnnmg your ii.*a»egy to c^oid toting o 

bottolio" of Iroopt to O hungry roncor during your ossts-i" jr> '•* e <im x»»e 



PIRATE FORCES 


Pirotet con often be found ptoting o vonety of thipt and reh.-;«et ! ‘ke fr.go»et fighter* 
ond skiffs in addition to fighting at foot soldier* Ttav oc a; jot . 1 sm rontr-j. of plonett 
and establish ostwoid bases and land bout While to* j» nail m td tnner Emune or the 
Rebelt, the pirotet are fierce combatanti that wil chaHe-ige e - per s«de *or control of 
ptonet Too con take control of pirate technology by competing tom e mtt cns. or by puf 
chotmg unite of a pirate ttructure in o skirmish ooitle 

INDIGENOUS FORCES 


Mony plonett throughout the goloxy hove sentient specie* nnoo--‘mq them Local mnobh 
tanti mcy decide to oid your forces in combat Toucan directly control friendly nd>geno* 
forcet o» though they were your own troops. Indigenous fora* do nor count foword the 
poputoton cop They moke excellent scouts ond odronce jn ti ana an be used for diver 
nonary Iodic* at well See page 55 lor more information 


INDIGENOUS FORCE STRUCTURES 

Indigenous structures automatically generate indigenous troops »och # me a group is 
defeated The structure will continue to generate trooos jntrt ;t •* ■Mstroyeo 




toch p*onet feotur*-. nun i.«» o» unique lond ond spoce ottrtbute* that will offect its 
due * K°« r Oft -o' 1 urctegy Zoom mono planet from the Gdoctic Mop, or use Mop 

filters Id more mforma'ic^ 


SPACE 

All olonets include o spoce locltcol map where battle may occur 

Sdoc€ foctico’ mnps ncli.de different tazord* such os osterods, nehuloe, and 

•on storm t 

A more i»o».©n m«v m constructed oborc any planet 
Different planets permrf Different levels of spoce station upgrades. 

AH planets »nduoe 'we areas where spoce structure* con be constructed 

All plonets include three space oreos that con contain on unlemfed number of 

units 


LAND 

Most planets include o land tactical mop where bottle moy occur. 

Different ptonefs hove different sized toctical mops, including different terrain 

Each planet features its own weather effects which moy penalize some units. 

Monv plonets feature indigenous forces which may be friendly, hostile, or neu- 
tral (sec chort on poge _) 

Ploneis with o land locticd mop con contain ten standard units on the surface. 

Ftonets with o kmdtoctico map will include two to eight areas for building struc- 
tures on the surfoa. 

• PLANET PEATURES 

p an « , i 9 ive »P*tol bourses to the faction they controls them Some plonets give bonuses 
* r, V ,0 o specific taction See poge 52 in the Appendix for more nformation 
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You con customize Stak WaKS: EMflKf AT WaI from the options menu Access options Iron 
the moin menu when you first start the game, or by pressing the E5C -ay 
while ploying Monv options hove o defouft setting which you con restore ot ony time by 
pressmg the DefouRs button on the menu. 

AUDIO OPTIONS 

Adjust the sound effects, mutic. ond dialogue to fnd yOuf lovonle SOurd settings for tht 
gome You con olso select your sound output mode ond toggle subtitles 

VIDEO OPTIONS 

In this rsenu there ore mony options thct you cor customize to improrn the look of the 
game O' increase your system performance, dick the Auto Detect button to use the set- 
tings recommended for your system and v»deo cord Click on the Advanced button to Fuf 
*Ur customize your settings Auto Defect is available for odvonced settings as well 

If you ore using o widescreen monitor ond resolution, you con choose widescreen mod# 
from this menu 


NETWORK OPTIONS 

There are o number of network options that yoj con configure to ensure on optima 
Multiplayer experience 

NOTE: Hease refer to the Troubleshooting Guide m the game launcher if you experience 
any problems while odfustmg your aud*o, video, cr network settings 


CAME OPTIONS 

"■ere O'# o number of game options you con adjust to personalize jOur gome experience 

GAME SPEED 

*ou con speed up or slow down the rate ot which time passes ond the speed that units 
nove m Galoctic and ’odical modes to fine o poce thot's right for you 

SCROLL SPEED 

»dtu»i »Ki* option to change the rote ot which the icretn scrolls You moy wont lo speeO 
up to get to distant ereos quickly, or slow it down to see more of the mop dearly os 

, 0 U SC'oll, 

autoresolve 

"hen this option is selected combat n outomoticolhy resolved for you, allowing you to 
•ypots tocticol combat and focus on your goloctic strategy This is recommended for 
ipe-enced players only Auto Resohe is rever as efficient os when you are control- 
ng your hoops and ships directly 

DELAYED ENCYCLOPEDIA POPUP 

/hen this option is selected, there is o delay before fool tips appear on screen 

absolute push scroll 

I -lit* the duration fhol the screen will scroll when pushing the cursor lo the edge of 
"« screen, giving you more direct control over scrolling the mop 

ALTERNATE MOUSE CONTROLS 

Pitches the left ond right dick functionality 'o an alternate control scheme Left clicking 
«*ects units ond issuei orders, and right clicking will deselect units Holding down the 
gH mouse button and moving the mouse will scroll the mop 

USE RIGHT MOUSE BUTTON FOR SCROLLING 

enabled holding down the right mouse button and moving 'he mouse wiB scroll 

"•* mop 




KEYBOARD OPTIONS 

You co» customize the gome s keyboord shortcuts to create a control scheme that's fW 
for the way you like to play. There ore seporote tabs for Unh, land, Spoc*. 
and Inlerfacf settings For a complete list of the default keys, please refer to tht 
bock cover 
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MULTIPLAYER CAME OPTIONS 

CAMPAIGN OPTIONS 


CAME MODES 

There ore four different ways to ploy o muftiployer gome: 

CAMPAIGN 

Two ployers bottle heod-to heod on o custom gokctic mop, taking ov*- planets ond 
vying for control of the qolaxy You con win the gome either by conquering oil the plon- ‘ 
ets in the galaxy, or by Hilling me enemy's leader (Mon Mothma or Emperor Polpotine). I 
Dependisg on the site of the goloxy you choose names may be short otd intense, or , 
ep*c m scope You con save ond food your Multiplier compmgn so gemet con take • 
os long os you want them to. 

LAND SKIRMISH 

land Skirmish has oil the features of o single player skirmuh bottle but with up to four f 
Empire ond lour Rebel players (Human or Al) The two teams bartie t out to see who will 

wipe ovt the enemy and their bose firil 

SPACE SKIRMISH 

In Spoce Skirmish, up to four Empire and four Rebel players IHuman or At) battle to I 
defeol tie enemy's spoce station ond fleets There ore resources ond pirote stations 1 
loeoted « the osteroid fields 'hot con turn the tide of the bo»*l* Werlriogethtr with 1 
yout teammates to become the dominant spoce fleet 

LAND CONTROL 

Land Control is like Land Skirmish, but insfeod of trying to wipe out the enemy units and j 
their bose, you need to capture oil of the reinforcement points in orde to win Two I 
teoms with up to four players eoch bottle for control of the map unfit >*e team has f 
taken control of oil of ike territory. 


STARTING CREDITS 

r>termme s the number of credits each faction begins with. 

STARTING TECH LEVEL 

$«n the initial technology level for eoch foct-on 

VAX TECH LEVEL 

S'ts the final technology level that con be achieved in the scenone 

AUTO RESOLVE 

S*ts the conditions unde; which bottles will be resolved automatically You con set it to 
;>k before each battle, or Always Aulo Resolve 

•OTE Auto Resolve is only avoiloble m Compoign mode 

ALLOW random events 

"urn this oil if you only wont to deol with your opponent ond not be given missions 
from characters m the gome. 

SKIRMISH AND CONTROL OPTIONS 
ALLOW heroes 

?oos# whether or not to allow heroes in the gome 

FIFE STARTING UNITS 

-loose whether or not to start the game with free units 

ALLOW SUPER WEAPONS 

Alows you to disable sjper weapons like the Death Star 

PIE-BUILD BASE 

Clause whether or not your base will be buih when she game start 

S’ARTING CREDITS 

- ttermmes the number of credits eoch focticn begins with 

WIN CONDITIONS 

'oose what conditions must be met to win the battle 


PLAYING ONLINE 

Game» con bo ployed over the Internet or through a locol Area Netwoh 

INTERNET 

Selecting this option allows >ou to bottle other players over the Wtmet through the 
GomeSpy matchmolnng service When selecting tbit option you will be csktd to login to 
GameSpy or create o new GomeSpy Account To create on occovnt you must creofe o 
Gome Spy nickname. designate a val.d e-mail address {which will be used ‘0 send you your 
possworc if you forge* it), ond choose o possword. <©u con also set this screen to remem- 
ber sone or oil of this information for oggmq n quicky Once yap 
log m you will be oble to search for gomes m tie gomes '-s' se»ec» Quick Match to 
automatically find a gome |M games of any type), or create your owi by clicking the 
Host button 


LOCAL AREA NETWORK (LAN) 

Selecting tha option ollows you to play oome* with other oeop*e conneceo »o your com 
puter locally Any gomes ovailobie wifi oppeor n the list along w-n ’He players « 
the gomes ond any mop settirgs You con also create your own gome by clicking on »hi 

Hoil button 

OPTIONS 

Here you con adjust your network settings You coti olso set the gome type to seorch for 
when usng Quick Match throigh Internet multiplayer gomes 

For more information on impro»mg network performance or woHong with frewoll, proxy, o» 
onti Virus loftwore, ploou r«f*r to »h« TrouWethoo*«g Guide i" »h» gnmei louncher 
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Reinforced Structures Structures foie 25% liss domoge Research Focility 

Enhanced Turret fire Power: level I Anti -Infantry turret dcmoge *25% Research Facility 

Enhanced Turret Fire Power level 2 Anti -Vehicle and AA tjrret damage +25% Research Focility 


EMPIRE UPGRADES (SPACE) DESCRIPTION STRUCTURE 
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INDIGENOUS PLANETS 


rlANET 

INDIGENOUS 1 

FACTION 

INDIGENOUS 2 
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-STAR. WART 


Thus prod*’ contains softwore 'Khnology kerned fro* GomeSpy Industries Me ©1999 
GomeSpy Industrie* GomeSpy Industries, he GomeSpy end the 'Powered by GooeSpy’ des< 
tiodemg»»» gl GomeSpy Industries. Inc. Ai right reserved 

iltb h — mterfoce of the zlib' generol purpose compreuon libroty verson 1 2 1 November I7A 
2003 CopyrigN ©1995-2003 Jeaslovp GoiWy ond Mori Adlv 

expat -XMl Parser Toolkit CopyrifM 0 1998, 1999. 2000 Thai Open Source Sefhror* Center Ltd 

Permitioi <i hereby granted, bee of (barge, to any person obtaining o copy oftspof XML 
Toolkit, ond ot voc toted doevmentot«n f.lei (exclusive of my documentation fileior copies of e •par 
XMl Porter Toolkit thot moy be oiiocioted with or port of Star Won: Expire ot Wor| to deal in 
the e*po’ XMl Poritr Toolkit wrtnovt restriction, mauding without Uutatpn the rghts to use copy 
modify, merge, publish, distribute tublicense. ond/or sell :ooiei of the expat XML Parser Toolkit ond 
to permit persons to whom the expot XMLPo-ser Toolkit it tarnished to do >0. ssbiect to the Mlga- 
log condrions The above copyright notice ond tbs per mission notice locattd o» the websife 
www icbik com/xml/cepymgJxt sk>" be included m oil copes or substantial portions of the *»pat 
XMl Parser Toolkit 

hbpng rtnons 107. July 1. 2000. through I2i. October 3. 2002. C 2000 2002 Glenn Bonders 
Luo programming longuoge Cop/’ight © 1994 2004 Tecgrof, PUC lie 

Permiuioi u hereby granted, free of charge, to ony person obtaining a copy o' luo progrommiq 
longuoge ond ossoooted documentation Wes (exclusive 6 anv documental on f Jet or copies of leo 
program* mg language ikrt moy tie ostooatad with or pert ct Star Won Empire ot War}, to d»l 
In ihe luc programming languapt without restriction, irsdudma without hmifatios the rights to the 
copy, modify, merge, publish distribute, subkense, oadror sen copes of the luc programming Ion 
guoge. ond to permit persons to whom the lua progromimnc language is furnished to do so. subject 
to the foOewina conditions The ofcove copyr^l notice ond tnis perm<u«n notice shofl be inelvded v 
all cepmsor suostont«l portions sf the loo programming longuoge 

Uses Bink Video Technology Copyright © 1997-2006 by IAD Gome Tools, Inc 
Uses Miles Sound System Copyright © 1991 - 2009 by R*D Gome Tools, Inc. 

MPEG Layer-3 playback suppled wjh the M-les 5ound Syctem from BAD Gomi Tools, Inc MPEG 
loyer-3 cudio compression technology licensed by fnsvnlofer BS ond THOMSON multimedia < 
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TECHNICAL SUPPORT 

-jSTOMW SUPPORT • Here to help you! 

jclem 1 Question* i you ore ho»mg problems »ith your gome, we ore kere to help 


AUSTRALIA 

:*crron< Arts Australia ivpoort Hotlme. 1902 2d 1 600' 
ji colls charged ot $• 48 per minute, GST me 

3 iii ttam Mobile & Public phones higher |lf you ere under IB years of op parental consent is 
•tarred! ■■ 

, f -s’ ng nouri from 9an to Bpm 7 days o -eel as wefl os pre-recorded information 24 hours If jf^sT 

-*1» 


jitomer Service Address 
:«tron< Arts 
Ki Bor 432 
»jthpo*tQlD 
i?t5, Ajitrobo 

NEW ZEALAND 

reforne Arts New Zealand. Gomes Hotlme 0900 58385* 

■ r ov wt under 18 yeon of age porenlol consent required) 

• jlls chorged • SI 99 per mm«te me GST 7 doy* a week 9om • 8pm 
j6s from Mobde & Pubic phones ore higher 

ta-st om*r Service Address- 
tectromc Arts New ZeoUnd 
•O Son 47596 
-rsonby 
••e. Zeoiond 

SOUTH AFRICA 
Ccme Smith tOllJ 740-0615/6 
rectronc Arts South Africa 
; D 3o. 3180 

•nonio 

"*'28 


\0J 


HONGKONG 

Swift 2111 • 3, IfC 1, 8 Fmonce Stitti. Centrol. HK 
T8J+S423I666006 
PAXM52 2110 9801 
E-mod'hktyppo'tOto com 

Stf»<t Tine. An 9 30 • Pm 6 00 IMondoyfridoy, Exdvdng Pwbk Holdoy) 

SINGAPORE 

No I Ftfrl Avenue. Guthrie House *04 07, Smgopore 268802 
THU65 1 415 3088 
FAXM5 4 875 177! 

E-moti supportfieo com »g 

Struct Tim* Am 9 JO • Pm 600 (Mondoy-Frefay) 


LIMITED warranty 

c, ; »ro«c Am worronfj lo the original purchaser of Hmj compiler software product that the 
jcortfi»8 Trtdio on !**• valtwore orograrr.iore recorded wiB be fn* from delech in mat*- 
a ij and workmonship lor 12 months from the daJe of purchase Dvrinj such period defective 
-«.jio will b« 'tploctd if the original product is rthirotd to Electronic Aiti al the odditis or lb* 
rt , of tbs document togtiber with a dated pool of purchase, o statement describing the 
the faulty mtd-a o*d your reign oddctu 


•* 1 worronty n m addition to. ond dot! nor olfecf your Hot glory rghs n any way 

t v , -orranty doci not apply to the software progrom th#ms#lr#*, which ere provided ’os i*', nor 

rf apply Id m#d« wkiefi hoi been tubied foaim domoge or Mftuivt wear 

NOTICE and license agreement 

vCTRON!C ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENT TO THE PRODUCT 
. j SCRIBED IN THIS MANUAi AT ANY TIME AND WITHOUT NOTICE 


r n« compute* loftwort, enwock, music ond other component* included in lbi» product (collective- 

• referred to oi the 'Sobwore') ore copyrighted property* The Software is licensed loot soldi 
‘3 you You moy us* th# Softwort on o single computer You moy not- |l) ercept m connection 
. rh the ir* (foliation of and gome ploy onodoted with the Software, copy the Software in ih 
!-■ ' efy onlo o hord drive 0< Other storage devke ond you must rgn the Software from the mcfud- 
-i Og-ral VertotJe Din l‘DVD'1 or CD ROM (2| distribute, rent, lease or wblicense all or any 
;ori«o of the 5of»worei (3) modify or prepore a r motive work* of the Softwort, except os otb 
•two# may be allowed herein, (4) trgnsmit the Soflwore over o network, by telephone, or elec- 

• ;n.co8y wimp ony means. or permit use of the joftwore, tn o network, mul*.-usr arrangement 
f 'Smote occess arrangement ercept in the count of your network multiplayer ploy o< the 
'•oftware over authorized networks in otcordonce with *» docvnseatofios; (5) engoge m motch- 
•akrng for multi-player play over unauthorized network*. (6] deugn or distribute unauthorized 
»-el» [7| igvtrse engmeir the Software, derive lource code, or otherwise attempt to reconstruct 
’ discover any undedyirg source code. idea*, algorithms file loimoti. programming or interop 
«' ab-lty interlaces of the Software by ony meonj whatsoever, except to the extent expreisly per 
"Med by low despite 0 controctuol provision to the contrary, and then only after you hove noli 
■«d (licensee NomeJ m writing of your intended echvilas. (81 remove disable, or circumvent ony 
nopnetory notices or lobeh contained on or withm the Software (9) e»por* or re-export .the 
Software or ony copy or odoptotion thereof m vitiation of any applicable low* or regulations or 
l 3l commercially exploit the Software, specificoly ot any cybe* cole, computer gommg center or 
cry other public site without first obtaining o separate kense from Electronic Arts o» its licenson 
•fitch It may or may notniu# m its sol# discretion) for such use, and Electron* Art* or 4s ken- 
'■C's may charge o fee for ony such separate kense You may tronsfer the Softwor*. but only 4 
> recipient agrees to accept ond be bound by the termi ond conddioe* of this Agreement I 
®* tronsfer the Softwort. you must tronsfer oil components ond documentation ond erase ony 
aoei residing on compeer eavpment You r rgh* m ond to this kense or# outomaficoBy He* 
"•"oted if and when you transfer the Software 


